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A New Era - TMS in 21st century 


Welcome to the 11th issue of The Meshan Saga, the New Zealand based fanzine for Traveller 
roleplaying. 


Originally planned for release in 2000AD, this and the subsequent issue 12 were paused during 
a difficult period of change both for the History of the Imperium Working Group New Zealand, 
FSpace Publications and the individuals involved. 


FSpace Publications was in the midst of getting FSpaceRPG to market. | was personally completing 
my Post Grad studies and going through rapid career changes in the process. 


Between 2000 and 2002 the group acquired a licence from Marc Miller to attempt a Classic 
Traveller Meshan sector commercial publishing project, but this fell apart as tensions grewin the 
team and the principal contributor departed and withdrew his rights to the contributed Traveller 
material, both for the commercial project and at a broader Traveller level. 


At the same time | faced a significant financial crisis. 


Traveller was parked for many years, and only in the 2010s did we embark on a process to 
resurrect the material, by working with another significant contributor and slowly bring to the 
commercial market generic forms of his work then look at dealing with community Traveller 
editions of some of that Meshan Traveller work of his, and eventually the The Meshan Saga issues 
in 2022. 


With the fallout of the past now largely dealt with after 20 years, I've managed to look again to 
these issues that never made it to the community. And here is the first new issue in 23 years. 


Over the next few issues, you'll largely find a collection of materials authored by myself during 
the 20th century for CT, MT and the odd TNE related bit. Some of it isn’t even for Meshan sector. 
It just represents material still hanging around that | thought | should bring to the community, 
or bring back. 


You can consider it part of my closing act for Traveller. 


| started playing Traveller when | was 13 at Wellington College back in 1984, and a lot of time 
has gone under the bridge since then. 


Over the next few years I've gota a number of things to complete, both through TMS and seperate 
Meshan books and the like. 


These days | don’t play or GM Traveller - infact I've done neither in the 21st century. 


My dreams of a small commercial project failed, and I’m not a fan of the new TAS framework. 
I've helped my friend Philip Warnes realise his commercial and community aspirations with a 
range of books. 


Originally planned to go broader than just Traveller this issue, today we've stripped that out to 
focus purely on Traveller - and that is the reason this issue is a little light. 


So now it it is time to finish off the material, adding my little thread to the tapestry of Traveller, 
and move back to my own labour of love - FSpaceRPG. 


Who knows, maybe some other people from the old team might contribute the odd piece to 
this resurrected fanzine. 
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History of the Imperium Working Group 
New Zealand Branch 


The old group is long gone, and we will no longer promote 
the group. There are only about 5 of the original HIWG NZ 


membership still loosely working at FSpace Publications. 


We are happy to take enquiries, answer questions, publish 
an article in this fanzine, and even host articles on the main 


FSpaceRPG website as applicable. 


The world has changed significantly since the 1990s, and the 


need for a dedicated regional group is no longer required. 


HIWG NZ Webpages 


https://www.fspacerpg.com/results.php?meta=hiwg 
https://www.fspacerpg.com/results.php?meta=traveller 


https://www.fspacerpg.com/results.php?meta=meshan 
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Tanarii Class Fleet Escort 


Although similar in appearance to the cylindrical design of standard Imperial Fleet Escorts, the 
Tanarii Class is actually a Terran derived design from the Narion yards in high orbit around Mars. 
Given the politics at the time of the submission of tender for the TL-15, 5000 ton Fleet Escort 
Imperial Navy requirement, the Narion yards were not successful. 


Narion executives blame this on Imperial discrimination against Solomani lineage contractors, 
particularly Terran ones. Narion have been forced to reassess their marketing strategy for this 
vessel, and have managed to contract certain of their corporate affiliates of Terran extraction. 


Ships of this class are seen operating along the Solomani Confederation border (and on the 
Confederation side during the Rebellion), in Meshan, Mendan, Deneb, Spinward Marches and 
further spinward. Mostly these ships are used as merchant escorts by their owner companies, 
and sometimes outside Imperial borders as fleet elements seconded to client worlds on which 
these corporations have facilities. 


In appearance this vessel resembles it’s largest (and far older cousin) the USS Arizona, and is a 
hallmark shape used by the designers at Narion since it’s founding. 


CRAFT ID: Fleet Escort, Type FE, TL15, Mcr=3777.543 


HULL: 


POWER: 
LOCO: 


COMMO: 


4500/11250, Disp=5000, Config=3USL, Armor=55G 
Unloaded=72121.918tons, Loaded=76660.873tons 
310/620, Fusion=83610Mw, Duration=22/66 

630/1260, Maneuver=5, 225/450, Jump=4, NOE=190Kph, 
Cruise=225Kph, Top=300Kph, Agility=0 

Radio=system, Laser=system, Maser=system 


SENSORS: Passive EMS=interstellar, Active EMS=FarOrbit, 
Densitometer=HiPen/1km, Neutrino=10kw 
EMSjam=FarOrbit, EMM masking 
ActObjScan=routine, ActObjPin=routine, 
PasObjScan=routine, PasObjPin=routine, 
PasEngScan=simple, PasEngPin=routine 
OFF: Beamlaser x 0 9 Missile x 9 0 

Batt S| Batt 2 

Bear 3 Bear 2 
DEF: DefDM=+9, Mesonscrn=2, Nucleardamper=2 
CONTROL: Computer=Model 9fib x 3, Panel=holodynamic link x200, 
Special=heads-up holodisplay x 10, large holodisplay x 2, 
Environ=basic en, basic Is, extended Is, grav plates, 
inertial compensators, airlock=1 
Crew=11 x 5( Bridge=4, Engineer=7, Gunnery=25, Flight=9, 
Command=7), Staterooms=40, Subcraft=cutter x 3 (price not 
included in above cost) 
Cargo=540, Fuel=38699.354kKliters, Fuel scoops, 
ObjSize=Average, EMlevel=Faint 


ACCOMM: 


OTHER: 


Ed Note: The design specs for this came from my taking a CT ship and redesigning it in 
Megatraveller. You often didn’t get a one to one match. In this case | rebadged the ship and 
incorporated it again in my Terran-centric, anti-lmperial Traveller world view at the time. Future 
issues of TMS will include various other MegaTraveller ship conversions from CT. 
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Rocket Guns 


These guns were developed using 1cm aircraft rockets for use as an infantry weapon. They use 
a crack open tube system similar to some grenade launchers, but with a 4 barrel set up, and 
rather long barrels. 


Weights and Prices 


Item Base Ammo Length Base Ammo 
Weight Weight  Rds/Clip overall Price Price TL 

Rocket Carbine 6000 1000 4 800 1000 200 8 

Rocket Rifle 8000 1500 4 1000 2000 400 9 


Weapons Matrix 
Attackers Weapon Defenders Armor 

Nothing Jack Mesh Cloth Reflec Ablat Battle 
Rocket Carbine +4/+6 +4/+6 +2/+4 +1/+3 +4/+6 +4/+6 -2/0 
& Rifle 


Range Matrix 
Attackers Weapon Defenders Range 
Close Short Medium Long Very Long Wound Inflicted 
Rocket Carbine no no +3/+6 +2/+6 -4/+1 6D 
& Rifle 


The rocket carbine has a range of 1,000 metres 
The rocket rifle has a range of 1,500 metres 
Rocket carbine ammo has a 5 metre blast radius 
Rocket rifle ammo has a 10 metre blast radius 


Ed Note: This is one of those whimsical designs that took my fancy one day, and a low tech 
way of getting a weapon with a bit of a punch and more than a one shot wonder. 


| can’t remember precisely where the idea came from, but multi-barrel shotguns and other 
such things have turned up from time to time for other games, so the idea is not unusual. 


© 2022 Martin Rait 
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USS Arizona, American Military 
Coloniser 


This vessel was built for the US military by the Narion yards of Mars. Originally designed as 

a multi-role insystem mobile military operations centre and warship, it was retrofitted for 
sublight interstellar work about 5 years after it was commissioned. It was originally cylindrical 
in design, but after a refit its profile was altered. 


Clean versions of the refit style were produced, such as USS Enterprise, but only 2 other 
versions were completed following budget cutbacks and the eventual breakout of Terrans 
using the jumpdrive. 


No Solomani or Imperial record can track the whereabouts of Arizona, but it presumed to be 
somewhere spinward beyond known space after it departed on its interstellar mission. 


Craft ID: USS Arizona, American Military Coloniser, TL9/10, Mcr 1,171,518.8 

Hull: 900,000/2250000, Disp=1,000,000, Config=4Un, Armor=80D 
Unloaded-34,498,868 tons, Loaded=39,001,919 tons 

Power: see locomotion 

Loco: 33333/66667, Fusion Rocket=1,950,000 Mw, 97,500,000 tons of thrust 
Acceleration=2.5Gs, Duration=119*1, Agility=0 

Commo: Radio=Systemx1000, Laser=Systemx1000, Maser=systemx1000 

Sensors: EMS Act=Far Orbitx1000, EMS Pas=Interstellarx1000, EMS Jam=Far Orbx1000 


Active Object Scan=Routine Active Object Pinpoint=Routine 
Passive Energy Scan=Routine 


Off: Missile=x70 Particle=0060 Beam laser= xx8 
bat 100 10 100 
bear 100 10 100 
Def: Def DM=+2 Sandcaster= xx8 
bat 100 
bear 100 
Control: Computer=4fibx3000, Panel-Dynamic linkx200,000, Special=HUDx8000 
Environ=Bas Env, Bas Ls, Extend Ls, Airlock=1000 
Accomm: Crew=1000x10 


(Bridge=850, eng=1250, Mainten=80, Gun=1830, Command=668, 
Steward=163, Medical=5040) 
Staterooms=10,000, small Staterooms=5000 
Low berths=100,000 
Other: Colony=4,050,000kliters. Fuel=6,472,164 Kliters 
Obj Size=Large, EM Level=Strong 


*1 if operating at full thrust 
at least 20 years on minimal thrust & systems 
Orginally equipped with external tanks, minimal systems/no thrust 5000 year profile 


Ed Note: This design came about as | ported one of my early ideas used in FED RPG to 
Traveller once | saw the articles for MegaTraveller to add thrust based drives. 


It is one of the ships | used to fit a narrative about pre-jump drive Terran starships being used 
in the Traveller universe and preserving a slice of early Terran culture and ea) into the 
modern Era of Traveller. | never liked the way the Solomani were portrayed in Traveller and 
never had any affinity for the Imperium either. 


Eventually all my ideas were to merge in the current universe used in FSpaceRPG. The final 
design in that came wound up smaller. 


This ship design specs may prove something to fun to play with. Rebadge it as non-Terran if 
you want to use it with a human minor race. 
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Tachyon Drives 


This was a little system | cobbled together for a Traveller campaign in the mid 80's for aliens 
eae aman scouts to explore aspects of known space. Not a canon set up at all, but fun 
watching players zip around known space in Rampart style fighters equipped with these 
drives. 


These drives are actually good enough to not only to travel anywhere in the galaxy in short 
order, but to conduct intergalactic travel within time frames seen for normal jump drive 
journeys. 


It was to lead towards moving the eee away from the known gaming universe, but it 
was packed in since it lost it’s prpeal after a while because it was too easy to get to places and 
spoiled a good aspect of Traveller - namely the encounters along the way of lengthy journeys. 
This can be used with whichever starship design rules it proves to be compatible with. 


Potential Table 
Drive Number 


2 4 5 6 
Tachyon drive 2 4 6 8 10 12 
Number is percentage of ship required 
Tachyon Drive Tech level Table 
Drive Number 
2 4 5) 6 
Tachyon Drive 31 32 Zo 34 35 36 
Number is minimum tech level required 
Tachyon Powerplant Table 
Percent time Tech Level 
30-31 32-33 34-35 36 
Pn 4 2 2 | 


Number is percentage of ship in tonnage (times Pn) required to produce a powerplant of the 
desired size 


Tachyon Drive Cost Table 
Drive Number 


2 3 4 5 6 
Tachyon drive 100 100 100 100 100 100 
Tachyon powerplant 80 80 80 80 80 80 


Number Is cost in millions of credits per ton of drive installed 
No fuel, refiner of fuel scoops needed. 
A jump drive and/or maneuver drive may be attached to a Tachyon powerplant 


Energy Points 
E=0.1MPn 


Cycles of each Tachyon drive computed by drive cose times by 100,000. This figure is in cycles 
per hour, where one cycle is equal to 1 light year in distance. Minimum time taken in journey 
using a Tachyon drive Is one hour. 

Tachyon equipment requires the use of a tachfib computer. 


Model Mcr Ton Capcity TL EP 
tachfib(t) 5200 | 40/90 30 12 


Tachyon Bridge requires 2% of all the ship’s tonnage (minimum 2 tons) at a cost of 0.4 Mcr per 
ton of ship. 


For the same reason | abandoned this, most GMs should only use this for some kind of one 
off adventure, and take away or destroy the ship later, so the Traveller universe doesn't 
become unduly imbalanced due to its presence. 
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Encounter - Glen McCarrison 


Glen McCarrison 

Age 26 
6A8BA5 

Formerly 8AAEA5 


Geology 
Theoretical Sciences 
Computer 
Terraforming 
Physics 
Survival 
Electronic 
J-O-T 

Martial Arts 
Vacc Suit 
Ground Vehicle 
Gun 
Zero-G-Environ 
Chemistry 
Leader 
Gravitics 


ODODWDOOO HK RFRP RPP HKHNNW 


500cr 

Portable Optical Computer 
Miniature Alien Drone 
Watch 

Swiss Army Knife 

Briefcase 


Born in 1971 AD in Wellington, New Zealand, Terra. He was raised in a middle classed family. 
At an early age he took an interest in sports such as rugby, cricket, swimming and basketball. 
He became almost an proficient at many of the aspects of these games in later life. 


At around the age of 10 he become interested in planets, rockets, rocks and science fiction. 
During his college years his academic work concentrated on the sciences, while he started 
writing creative science fiction. His physical abilities came to the fore in running, classical 
Russian ballet and martial arts. He developed a keen interest in and studied all the latest 
technology and theories at about the age of 15. His life became involved in all sorts of areas 
ranging the full spectrum of his interests and beyond. 


Upon attending Victoria University in 1989 his various interests had come together to focus 
mainly on Geology in which he majored. Field work throughout New Zealand and Australia 
became standard from that year until his leaving Victoria University. Outside of university 
work he delved deeper into experimental technologies and science fiction possibilities. His 
work on computers became good enough to sell various programmes commercially in 1991. 


His genius only came to the fore in 1993 after completing his BSc Hons in Geology in 1992. 
During 1993 he was researching gravitational anomalies and gravitodynamics within 

the Earth. He discovered something amazing that would revolutionise his science. The 
Gravitational Theory he wrote provided methods of short term and medium term predictions 
of earthquakes and volcanic activity. The science faculty at Victoria University were so 
impressed that they awarded him a PhD for his astounding accomplishment. What most 
people ignored was his primitive experiment had created a small gravitic lense that bent the 
path of a laser beam by a fraction of a millimetre. He had discovered artificial gravity. 


In early 1994 he started work for NASA working with scientists on a hyperfast probe to Mars. 
His work concentrated on the science instruments. He took a keen interest in studying NASA 
scientific studies on Terraforming, not to mention various technology and theories being 
thrown around the NASA ballpark. When the probe finally landed on Mars on June 14th 1994, 
Glen hooked into the SimSense unit which he had put together from various technologies to 
provide a simulated, or virtual reality of being in the probe's position on Mars. He finally had 
his dream, to stand on Mars and watch a sunrise and a sunset. 
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Later that year he was diagnosed as having an incurable brain disease. It was finally decided 
after much debate that he should be iced (cold sleep) until a cure could be found. 


In 2085 AD, he was thawed and cured, but the long cold sleep had taken a toll, both physically 
and mentally. He had lost his most precious asset, sure he was still highly intelligent, but he 
had lost his genius ability, which proved to be crippling to him mentally and emotionally. 


Almost 100 years after his Gravitational Theory was written, humanity had developed 
antigravity and artificial gravity. Glen was amazed that his small achievement had actually 
meant something bigger than he originally conceived. 


During his recovery he worked alongside the mechanics, plumbers, biologists and engineers 
working on the Martian Heme otming project, He found the going hard because he was no 
longer brilliant and he was not up to date with the science and technology of the time, even 
though he was catching up rapidly. 


His only friend during this time was Doctor Paul Linden a genetic engineer working on 
creating vegetation for Mars. 


When the USAF approached Glen to offer him a position on an interstellar mission as the 
mission planetologist, he enthusiastically accepted. As a going away present, Dr Linden 
created a special creature for him, a miniature version of the alien out of the Alien movie 
which was one of Glen’s favourites from the 20th century. The small creature fortunately 
didn't have the temperament or reproductive capabilities of it’s bigger cousin. The miniature 
alien became Glen’s only friend and companion in the years ahead. 


The USS Enterprise which Glen was assigned to was a fast ship using a bussard ramjet 
stabilised by gravitics and magnetic monopoles. The ship was also equipped with artificial 
gravity and antigravity drives. She was a military ship on a mission to catch up with the USS 
Endeavour (launched 2060), a huge asteroid colony slowship which left with faulty life support 
aig The Enterprise was to catch up, repair the faulty systems with the new parts and 
then to accompany her to the destination. 


Glen was awake for only two 3 month shifts during the 3,500 year (real time) voyage, 
during which time he worked mainly as a maintenance technician. The crew developed 
new technology during the voyage which Glen used to put together his computer which is 
composed of a solid optical processor weighing two kilograms. 


The Enterprise never found Endeavour, but ran into Glisten in the Spinward Marches. The 
Imperial Navy immediately impounded her. She was after all a two million ton 21st century 
TL 9/10 USAF military starship packed with all the ingenious weapons and defences the US 
Military could pack into her at the time. She was a prime asset for a war torn Imperium. The 
Imperials offered retraining, jobs and general education for all the crew. 


Glen dove into learning all that he could. The USAF officers finally realised that the galaxy may 
be ultra hi tech now, but it wasn’t using things 21st century Terra once used. Knowing that 
escape was hard, they studied very carefully about gravitic thrusters and the jump drive. 


Glen helped by finding out the information on the lanthanum coils and the Zuchai crystals 
for the jump drive. In a bloody encounter the Americans took their ship back, drove off the 
Imperial vessels by using their ramjet & other weapons and took off outside the solar system. 
No doubt they built a jump drive in space and probably headed back to Earth or onwards 
looking for Endeavour with new clues. 


Glen stayed behind. He was of no real importance to the Americans. We was now in a strange 
new world, even stranger than the one he was first thawed out into. 


He needs to find a place where he means something to the universe again, where his skills are 
needed. He desperately needs to gain back what was lost to him all those centuries ago. 


Ed Note: This NPC came about from a creative writing project where you start with a 
biography loosely based on yourself at the time, embellish it and then creatively expand 
On It to an imaginary character into the future. It certainly doesn’t resemble what my own 
life would become. At the time it encompassed my penchant for taking Terrans and their 
technology and ideas well into the future of Imperial era Traveller. 
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Look out for Philip Warne’s Traveller titles 


TNEOO8 


Supplement M8 
Meshan Sector 


Supplement M11 
Meshan Sector 


Tibushi in The New Era Anglir in The New Era 


History of The Imperium Working Group 
Science Fiction Adventure 
in the Far Future 


Science Fiction Adventure 
in the Far Future 


FSpace Publications 


TNEOO6 TNE007 


Supplement M9 Supplement M10 
Meshan Sector Meshan Sector 


Ironside in The New Era Serkur in The New Era 


History of The Imperium Working Group History of The Imperium Working Group 
Science Fiction Adventure Science Fiction Adventure 
in the Far Future in the Far Future 


FSpace Publications FSpace Publications 


Visit www.fspacerpg.com for more details on where to obtain these. 
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Look out for our other Traveller compatible titles written by Philip Warnes 


Far Pronters ies 


Rhodora.__ 


Far Promtiers:. nays 


‘Wonside 


Generic world id Profile arth 


Generic world aprotic: ! ‘Eyeba world ‘profile: 


ar 


zi 


fanciers: . as 
if & Tempest 


: Gonele Werld profile. 


far Frontiers rm : 


FSpace Publications presents 


‘Far Encounters. 


- Vanity Rose yacht ~ 


* Starship profile suitable for tabletoy 


Visit www.fspacerpg.com for more details or 
buy online at www.drivethrurpg.com/index.php?manufacturers_id=2131 
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-Feraerfon 


Far Frontiers 


Tibushi 


Generic world profile 


Far Encounters - 


Micrond Staryards 
Ship Compendium is 


Starship profiles suitable for use with Cepheu: 


Far frontiers: ries 


Generic world profile ‘ 
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Look out for our starship & vehicle miniatures, now available on 
Shapeways in various material options. 


Visit www.fspacerpg.com for more details or 


buy online at https://www.shapeways.com/shops/fspacerpg 
Meshan Saga No. 11 ISSN 1174-8710 Page 13 


To find out more about Traveller topics visit our website. 


Me PspacenPc") Home Search Browse New Products Developers Contact Submit 


Welcome to FSpaceRPG 


Dosso Dossi Istanbul 


Welcome to FSpaceRPG Social linking 
POSTED BY MARTIN RAIT EC - 20-2015 B a 
ide Like | | Share | One person likes this. Sign Up to 


see what your friends like. 


Advertisers 


FSpaceRPG is the home of FSpace Publications, created back in 1991 to take a 


homebake roleplaying game and take a crack at going commercial. 


The product went commercial in the late 1990s domestically and has slowly 


expanded. 


We also publish material for generic gaming purposes, and have other games 
coming. We've delivered our games mainly as ebooks, but also have a number Meta Search 


of mobile apps available to assist your gaming, whether with our games or 


others. 


This site provides information about our products, but is mainly aimed at 
providing support information, news and views. If you'd like to participate in 


Recent Articles 


some way, get hold us via our contact form. 


Cat Name Generator - our latest iOS App 
CATEGORIES; ABOUT launch 


Dog Name Generator - our latest iOS App 
launch 


Cat Name Generator - our latest 10S —istestios App iaunch 


www.fspacerpg.com 
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